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The Gathering* 








he Mirari, one of the most powerful artifacts ever created, is now in the hands of 
the sinister Cabal. The Cabal Patriarch, aware of the Mirari’s irresistible lure, is determined to 
put it to proper use. He declares that it will be the grand prize of the pit fights and dares the best 
warriors in Otaria to win it. Many answer the call, including Kamahl, who vows to claim the Mirari no 
matter what. On the way to his goal, he encounters Chainer, a young dementia summoner Kamahl had met in 
the pits before. The two rekindle their friendship and unite to make sure no one but them gets a shot at ru tavel tard 
the Mirari. 


Kamahl needs the help. His friend Seton is gone, having retreated deep into his Krosan Forest home to prepare his peo- 
ple for war. Ambassador Laquatus, still bitter over his failure to secure the Mirari, has redoubled his efforts to seize both 
iditcr-luaicCuarclecem(o-Ce(uclulieme)mertcmuaelilicemiil ium Gclcmelicmmecelt emma emleueiromeunlieelemmacwncliem ail rane 


Aboshan’s clever and conniving widow, has returned from a long exile to gain her husband's throne. 
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stronghold. He vows vengeance against Kamahl, whom he believes responsible for the stronghold’s destruction. He 
also initiates a massive crusade against the Cabal in an effort to wipe its influence from Otaria once and for all. 


Meanwhile, Kamahl’s sister Jeska and Balthor, the gruff dwarf who served as Kamahl’s mentor, descend 
from the Pardic Mountains in search of the barbarian warrior. They find more than they bargained for 
as Chainer’s power to summon dementia creatures grows. The Patriarch lets Chainer use the 
- Mirari to create ever more vicious horrors, and just as with all its other users, the Mirari 
chips away at Chainer’s sanity. As the dementia summoner sinks deeper into 
madness, Kamahl will soon be faced with a decision: save his friend, 
or save Otaria. 













aerate 


Laquatus 


: Little is known of Laquatus’s life wee the day | he showert up in the 
| ‘realm of the cephalids, offering to help Emperor Aboshan deal with the 
-air-breathers. Since then, he has become a force to be reckoned with 
and an ever-present voice in the cephalid government. With powerful 
mental magic and the ability to walk on land, he’s been able to bully, 
manipulate, and scheme his way into influence—the first step in his 
plan to rule thé empire. But he has an even bigger: goal in mind: the 
-Mirari. His efforts to gain the artifact. (and its power) are a distraction 


plans, but he’ll get what he v wants in n he end. He always does. 









The. set waters of cephalid politics are so complex that only the ; 
cleverest and most devious can navigate t 1em. Llawan is one of those 
rare few. She entered into an arranged marriage with Aboshan: for 
political gain and was promptly given a palace far from the empire’s 
capital. But she turned that to her advantage by gaining prestige and 
loyalty in her corner of the empire. Her long-term plan was to take 
control of her husband’s throne, but with Aboshan’s untimely death, 
that chance came sooner than she could have hoped. Now only 
Laquatus stands between her and the realization of all her ambitions. 





Teron | 

After the detiths of Kirtar aifia Pianna and the destruction of the 
Order’s northern stronghold, IMENT oe Teroh, one of Kirtar’s most trusted — 
aides, rose to leadership. Even before the devastation, he was enthusi- rs : 
astic about keeping the ideals of the Order. Now that he’s in com- ae ae a 
mand, that enthusiasm has given way to blind zealotry. Outraged by oe 
the attack on the stronghold and the aggression displayed bythe 
Cabal, he is determined to destroy the Order’s enemies once and for” 
% tt Y ‘J ® ~—_ all. The only question is whether the Order can survive his crusade. 











Illus. Daren: 
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The dwarves of the Pardié’ Mountains don’t adapt readily to change; a 
~ fact that frustrated one of their est warriors. So, long ago, Balthor 

left his. people to join a group that would listen to and share his ideas: 
uee joc tel With chem Balthor found the acceptance an the love 



















hypnox 
Creature — Nightmare hiorrot 8/8 
Flying 


When Hypnox comes into. ‘ses, if you 

- played it from your hand, remove all 
cards in target opponent’s hand from 
the game. 


When Hypnox leaves play, return the 
removed cards to their owner’s hand. 


a Hypnox |. 
The most frightening Nightmare of all. It might as well say, 


| aa 


“When Hypnox comes into play, you win the game! 
, pe Pe —~ ce ae | 


- Mind Sludge 


Target player discards a card from 
his or her hand for each swamp you 
control. 


9: Mind Stuage 
It gets better and better the more swamps you control, and. with 


this set, who won’t control swamps? Wipe out your opponent’s 
hand on turn five and cruise to victory. 


i@ ‘ 
Sengir Vampire ' O60 
Creature — Vampire 4/4 
Flying 

Whenever a creature dealt damage by 
Sengir Vampire this turn is put into a 


graveyard, put a +1/+1 counter on 
_ Sengir Vampire. 


3: Senate Vampire 


Simply a classic. Serra Angel’s nemesis has finally returned. 


Basking Rootwalla 
Creature — Lizard 1/1 
@@: Basking Rootwalla gets +2/+2 


until end of turn. Play this ability 
only once each turn. 


Madness © (You may play this card 
for its madness cost at the time you dis- 
card it from your hand.) 


4: Basking Rootwalla 
Perhaps the best green creature in the set, the Rootwalla’s mad- 


ness cost of @ means you can play it for free whenever you dis- 
card it. It’s especially good in combination with beatdown “sym- 
biotes” like Wild Mongrel. : 


Ambassador Laquatus @00 
Creature — Merfolk Legend 1/3 


®: Target player puts the top three 
cards of his or her library into his or 
her graveyard. 


5: Ambassador Laquatus 
It’s better than Millstone, and it can even block. A very good 
- win condition for control decks. 


Violent ruption  Telole 
iitmietie 


Violent Eruption deals 4 damage 
divided as you choose among any 
number of target creatures and/or 
players. 


Madness @@€© (You may play this 
card for its madness cost at the time you 
discard it from your hand.) 


6: Violent Eruption 


One of the best red burn spells in recent memory. This is what 
happens when you take Pyrotechnics, lower the cost, make it an 


instant and add madness to. loxere) a 


a 
Laquatus’s Champion 4 Tere) 
Creature ~ Nightmare horror 6/3 


When Laquatus’s Champion comes 
into play, target player loses 6 life. 


When Laquatus’s Champion leaves 
play, that player gains 6 life. 


_y  €: Regenerate Laquatus’s Champion. 


9; Laquatus’ 5 Champion 
i. is bigger, but Laquatus’s Champion may be baad A 6/3 + 
creature with regeneration is good enough, but add the fact that 
your opponent loses 6 life when it comes into play and you've 
got one very scary Nightmare. - A 


Chainer, Dementia Master OGD69 
Creature — Minion Legend 3/3 


All Nightmares get +1/+1. 


€€9@9, Pay 3 life: Put target creature 
card from a graveyard into play under 
your control. That creature is black 
and is a Nightmare in addition to its 
creature types. 


When Chainer, Dementia Master 
leaves play, remove all Nightmares 
from the game. 


8: Sicace, Domeatin Nlaster 


The king of the Nightmares, this card not only makes all 
Nightmares in play bigger, it can bring dead creatures back to 
life as Nightmares. Sweet dreams. 


Transcendence O93089 


Enchantment 


You don’t lose the game for having 0 
or less life. 


When you have 20 or more life, you 
_, lose the game. 


,i Whenever you lose life, you gain 2 
~ life for each 1 life you lost. (Damage 
dealt to you causes you to lose life.) 


9: SEES 

This enchantment flip-flops your game: high is ane down is up, 
and life loss is life gain. If you play it at 1 life and get rid of it 
at 19, you'll have effectively gained well over 30 life! 


AV ttraletad 
Sorcery 


All creatures get -1/-1 until end of 
turn for each swamp you control. 


to: Mutilate 


Called “Wrath of Evil” during playtesting, this card is black’s ver- 
sion of Wrath of God. Manage your swamps and your creatures 
carefully and you could wipe out your opponent’s side only. 
















BQiviesi siete eau. 
Swamp Fever 






Illus. Brian Snoddy 


Creatures (9) 

1 Laquatus’s Champion 
4 Nantuko Shade 

2 Nightmare 

1 Sengir Vampire 

1 Shambling Swarm 







Torment gives monoblack decks the chance 
to shine. With powerful creatures, discard spells, and 
creature removal, this deck has all the tools you need 
to defeat a wide range of strategies. Nantuko Shade 
can do a lot of early damage while you stay ahead in 
hand size thanks to Duress, Mind Sludge, and 
Phyrexian Arena. The discard spells also help keep 








my 971 | a) 
4 Chainer’s Edict 








4 Corrupt dangerous enchantments off the table. Soon, your 
nee creatures should lower your opponent’s life total so 
4 ener much that you can end the game with a single 

3 Mind Sludge Corrupt or a devastating Nightmare attack. Even 

4 Mutilate 






creatures with protection from black are no problem 
thanks to Chainer’s Edict (the new Diabolic Edict) 
and Mutilate (the black Wrath of God). Show those 


Lands (24) do-gooders the true power of evil. 
24 Swamp 





4 Phyrexian Arena 
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A Lingering Night 





‘So why did the black Torment creatures that 
remove stuff from the game get the creature type 
Nightmare Horror? During development, R&D knew 
that these creatures’ unique abilities demanded a dis- 
tinctive creature type. After much debate, the type 
Nightmare seemed to be the best bet. But what about 
the original Nightmare, reprinted in the Seventh 
Edition™ set? It certainly doesn’t have a comes-into- 
play ability. And what about the Odyssey Horrors? 
They were dementia creatures too. The dual creature 
type Nightmare Horror was thus created to make 
these Torment creatures stand apart from both 
Nightmare and cards like Face of Fear. After all, 
Chainer’s power is so great, he can create beings that 
_ are both nightmarish and horrific. 7 





















lius. Carl Critchlow 








Swampwalk 
When Slithery Stalker comes into pla 
remove target green or white creatur 
opponent controls from the game. 
hen Slithery Stalker leaves play, return 
| the removed card to play under its 
fF owner’s control. 


Slithery Sky 


Slithery Staller used to remove any 
green or white creature from the game, which 
added a layer of strategy R&D enjoyed: What 
if the only green or white creatures in play 
were yours? However, one playtester discov- 
ered a problematic combo and built a deck to 
exploit it. He would play Shifting Sky—a 
Planeshift™ enchantment that turns all non- 
land permanents a single color—and choose 
white. Then, if there were no other creatures 
in play when he played Slithery Stalker, it 
would have to remove itself from the game. 
When it left play, it would return itself to 
play. When it came into play, it would 
remove itself from the game again. This kept 
going in an infinite loop, and the game would 
end in a draw. 


R&D decided that while there are players 
who’d enjoy this combo, it would annoy 
more people than it amused. So they 
changed the Stalker to only target a creature 
your opponent controls. 


How’s This Crab Ya? - 


The Nightmares, creatures that tem- 
porarily remove cards or life from an oppo- 
nent while they’re in play, may seem like a 
random assortment of nasty-looking 
Horrors at first—but take a closer look. 
They all have a common physical character- 
istic: tentacles. All Nightmares, even the red 
ones, have multiple tentacles to set them 
apart from the other dementia creatures. 
These tentacles also show the difficulty 
Chainer had dreaming up these Nightmares: 
It took so much effort that he didn’t have i 
the energy to finish their bodies. 


Fusion 


Early in Torment development, the set 


had two similar 3/3 black creatures. The first one, 
Zombie Aven, gained flying and protection from 


white if you discarded a card. The other, Zombie 


Centaur, could gain flying and protection from 
green. But then R&D decided to fuse these two 
creatures into one. What to do with the concepts? 
They were also fused together, resulting in the 
rather odd monstrosity now known as Grotesque 


Hybrid. That Cabal sure is evil! 





Keeping Rebirth Sinple FR Not eltine So Stern 


Reborn Hero was / When Stern Judge was first created, you 
almost the first creature to » didn’t have to tap it to use its ability. Rather, 
: Sveeeeeer | have the line “creatures « It had a triggered ability that dished out the 
maacking doesn’t cause Reborn Hero co | MMIII g) FoYel Ye oy Va a1 elim (180) | | punishment at the start of each player’s turn. 


tap. 
| int raver rom pay, you may me | lose trample until end of » Even though it was designed to be a powerful 
Son ormorecards aon sourgraccvard) | (MOU Ml LLM Cp ¢ul okey Ol LU wa , antiblack card, R&D found that it did its job a 
Ye =| end, though, simplicity ruled “little too well and added the tap requirement 
the day and this ability was } — to slow down the pain a notch. 
replaced with the shorter and easier “doesn’t : 
tap to attack” ability. This allows the Hero to ; By the way, cards that require coin flips often 
play both offense and defense indefinitely. Why » have “Stern” in their playtest names as a jok- 
regenerate when you can just come back from ® ing tribute to R&D member Henry Stern... 


the dead? » who hates coin-flip cards. 
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Transcending Combo 


Transcendence, 


one of the wackiest 
BEE . Torment cards, was once 


You don’t lose the game for having 


0 or less life. — | even wackier. One of its 


When you have 20 or more life, you 


lose the game. @ | abilities used to replace 


Whenever you lose life, you gain 2 


life for each 1 life you lost. (Damage | : damage dealt ime you 


, AN oe BB seat t0 you causes you to lose life.) 
Squirrels for Equality ii ee | with life gain, which led 
7 : to a crazy combo with 

the Odyssey enchantment Nefarious Lich. If 
you had both cards in play, then whenever 
you would gain life, you instead drew that 
many cards—and whenever you would be 
dealt damage, you instead drew that many 
cards! This engine, fueled by pain lands, used 
Sickening Dreams as both a win condition 
and a way to cycle through the deck. Unfortu- 
nately, Transcendence on its own was too 
confusing, so its replacement ability was 
changed—and the combo was no more. 








At first glance, Equal Treatment looks like 
an interesting defensive card. If your opponent 

» tries to deal 10 damage to you with a spell like 

> Blaze, you can use Equal Treatment to reduce 

that damage to 2, then draw a card. Good 
deal. But Equal Treatment has an additional 
use: it can double the amount of damage a 
1-power creature—or better yet, a horde of 
1-power creatures—deals. Playing a Squirrel 
deck? Consider using Equal Treatment to both 
enhance your swarm and give you the option 
of direct-damage defense. 





As the Squirrel Turns 


The powerful Torment cards were sup- 


posed to be skewed toward black. So while test- : 7 
ing Odyssey-Torment decks, R&D was surprised to. | | 4 mn hoe Shifting 
see that a monogreen deck dominated the field. a | 
Packed with Squirrels and Squirrel-producing 

ror Vee Wa nal -Me( ve melt ica «iva olla (-teme) >) lela live( ae) 
massive wave of 1/1 tokens. 


Coustrictor 


Swampwalk 
¢: Target black creature gets -2/-0 


until end of turn. Kr osan 


“It’s a shthering, coldblooded menace. 


| eee | Constrictor had 
The Torment developers decided a change was in .4” quite an identity crisis 
order. New cards like Rancid Earth and Churning ©" / on its way to becoming 
Eddy were created to deal with the Odyssey _ a 2/2 swampwalker that can give a black crea- 
enchant land Squirrel Nest. And the Torment card ~ : . ture -2/-0 until end of turn. It started out as a 
Acorn Harvest, which can provide four Squirrel =” 3/2 creature with swampwalk for @¢5¢)—but 
tokens by itself, got more expensive. Its mana _. that card had already been printed. Then it 
cost went from @¢) to @9, and its flashback , became a 2/2 creature with swampwalk for 
cost gained a required payment of 3 life. Even ~ =2 @G, but that card had also seen print in the 
with these Torment changes, the Squirrel deck— |» ~ past. Can you name those two older cards?* 
powered by Odyssey cards like Squirrel Mob and =~ 
Overrun—will be strong. Whether it will be too 


strong is up to players like you. 


Saaralea ! 


Sorting out Magic art is a tricky business. 

So many factors are involved that even the artists 
can have a hard time keeping everything straight. __ 
Sometimes a problem slips by many people before — 
it’s found. For instance, Centaur hasn’t beena 
major Magic creature type for a long time, so no 
one noticed anything wrong when the illustrations 
for the new Centaur cards came in. Later, the 
Torment team saw the problem: Many of the 
Centaurs had saddles! Since they’re thinking 

beings who wouldn’t let anyone ride on them like 
normal horses, this didn’t make any sense. Thanks 
to the crack art department, the saddles were 
removed so smoothly that you probably didn’t 

even know they were there. Until now. 
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ek play about half the time. 


“Punisher” cards 


When Longhorn Firebeast comes into are a new Matava! of red 


play, any opponent may have it dea 
5 damage to him or her. If a player 


does, sacrifice Longhorn Firebeast. spell introduced in 
eee) || Odyssey. Each one gives 
you a powerful, under- 
costed effect unless your 
opponent takes some direct damage instead. 
The key to designing these cards is to make 
sure the choice between effect and damage is 
difficult. The Torment card Longhorn Firebeast 
used to give your opponent the choice 
between letting you have a 3/3 creature or 
Just taking 4 damage. Playtesting showed that 
players almost always chose the damage, 
VZalrelsmist-Ye(-Masl-WMe-lae Mell loa (43 interesting. 
The current version, a 3/2 creature with a 


punishment of 5 damage, should end up in 





If you would draw a card, you may 
skip that draw instead. __ 








“Lizards make excellent familiars. 
They never know when they’ve lost. 
_ —Matoc, lavamancer | 
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“You killed Timmy!” was the cry heard 


throughout R&D late in Torment development. 
The lament came from Bill Rose, the lead 
Torment designer and a self-proclaimed Timmy. 
(“Timmy” is the R&D code name for a Magic. 
player who likes huge creatures and flashy ten- 
mana spells.) Why the outburst? The develop- 
ers had replaced some big creatures with 
cheaper, more “sensible” choices. But the spirit 
of Timmy prevailed in the end. As anexample ~~ 
of the resulting changes, Crazed Firecat—a crea- | 7% 
ture fueled by flipping coins—grew from a 1/1 ~ , 


ee 


gee 
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Compare the lizards on the Torment card 


Grim Lavamancer and the Odyssey card Obstinate 
Familiar. They’re the same! The Odyssey flavor text 
team created the lavamancer Matoc as a red char- 
acter they could give some good quotes to, but 
there was no room for him to get his own card. As 
an inside joke, they decided that Matoc was the 
hooded wizard on the Obstinate Familiar card. At 
their request, the lavamancer was worked into 
Torment, and the art for this new card was based 
on the Familiar’s art. So it turns out that the lava- 
mancer did appear in Odyssey—even though you 
can’t see his face. | 
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Nill Dte! 


It was decided early in Odyssey 
block development that blue would 
get very few good flashback or 
Sie threshold cards. Instead, blue would 
your library into your graveyard for MMM OME Me) CoML E TMA [fete BLT 
i cards into your graveyard. With 
blue’s aid, you’d have greater access 
to flashback cards and an easier time 
getting to threshold. But how easy should it be to put 


cards into your graveyard? 


_, The answer turned out to be “not very.” Originally, 
ad Cephalid Vandal cost ©. With this potent first turn play, 
— you could often get to threshold on your fourth turn. 
_-» Filling your graveyard that early proved to be devastating 
’ and easily abusable. In the end, R&D decided to make 
cards that help you reach threshold just a bit less powerful, 
so Cephalid Vandal’s mana cost was raised to OO. 
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The Machine That Goes “Ping!” a ye yee 


Deep Analysis, like many other blue card-drawers, 
was given an art concept of “scholarly research.” In this 
case, the art would show scientists examining an ancient 
artifact. But which one? Suggestions ranged from a piece 
of the Weatherlight to a deactivated Phyrexian to some- 

At the beginning of your upkeep, you thing with the Coalition symbol on it. Eventually, the team 


may choose and discard a card from 


ae decided to go with an artifact immediately recognizable to oo a 
— y OU 
Se ee many Magic players: the Urza’s Destiny™ card Masticore. eg aU aed es 


2: Regenerate Masticore. 


Not only did it bring back fond memories, it let the flavor st eae ot | 
text writers poke a little lighthearted fun at this under- 
costed, game-breaking creature. 





Ring ak ate Ocha Matas 





_ ~ One of the most difficult things to do when creating a Magic set is to ensure that each 
card gets appropriate art. Cards can change at a moment’s notice, making art swaps necessary. 
Stupefying Touch started out as an enchantment that allowed you to draw a card whenever any- 
one discarded a card. When its ability changed, its art no longer matched, so the picture was : 
moved onto False Memories. The original art from False Memories was moved to Plagiarize, and, 
to complete the circle, the old art from Plagiarize became the new art for Stupefying Touch. 












Flying 
Threshold — Mystic Familiar gets 

; +1/+1 and has protection from black. 
Threshold — Wayward Angel gets +3/+3, : ae fey eights 
is black, has trample, and has “At the (You have threshold as long as seven or Bitter vengeance never glowed so bright 
5 > aye a i . 
beginning of your upkeep, sacrifice a i. more cards are in your graveyard.) nor sang so sweet. 
creature.” (You have threshold as long as 
seven or more cards are in your grav 


Attacking doesn’t cause Wayward Angel 


to tap. Flying, first strike 


{ 
if 


They soar, and the mystics follow. 


Wayward Angel @ 4/4 Mystic Familiar @ 1/2 Angel of Retribution @ 5/5 Anurid Scavenger @ 3/3 
(enchanted by Druid’s Call) 
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Flying 
When Aven Cloudchaser comes into 
play, destroy target enchantment. 


“At the Reapportionment, Eagle begged — 
to be human. The Ancestor granted half | 
that prayer. 





Crossing the Threshold 


our Opponent is Worth. You’ and he are playing a game using Odyssey and Torment cards. You 

were doing well until Worth enchanted your Childhood Horror with Kirtar’s Desire. Last turn, Worth 

sot you down to 4 life with Stern Judge, played Wayward Angel, and enchanted the Angel with 
‘Druid’s Call. Things look bleak, but on your turn you draw a card and realize: you can win. It is the start of 
your main phase. Defeat Worth this turn without losing yourself. 





m™ lying 

© Threshold — Childhood Horror 

F gets +2/+2 and can't block. (You 

| have threshold as long as seven or more 
cards are in your graveyard.) 


' Illus, Larry Elmore 


Scan gen 1903-290 Wizards fire Goas 


Childhood Horror @ 2/2 


| Flying 
B Whenever a creature dealt damage by 
Repentant Vampire this turn is put into a 
| graveyard, put a +1/+1 counter on 
| Repentant Vampire. 
| Threshold — Repentant Vampire is white 
@ and has “@: Destroy target black creature.” 


Creature 


f= When Shambling Swarm is put into 
F a graveyard from play, distribute three 


| -1/-1 counters among one, two, or | 
F three target creatures. Remove those 
counters at end of turn. 


& Chainer’s madness personified, it exists 7 
* only to slaughter the innocent. 


Check out magicthegathering.com for the 


; Swampwalk 


When Slithery Stalker comes into play, 


. remove target green or white creature 
* an opponent controls from the game. 


When Slithery Stalker leaves play, return 
the removed card to play under its 


B owner's control. 


Repentant Vampire @ 3/3 Shambling Swarm @ 3/3 Slithery Stalker @ 1/1 


(enchanted by Kirtar’s Desire) (enchanted by Shade’s Form) 





Druid’s Call (controlled by Worth): 

Whenever enchanted creature is dealt damage, its 
controller puts that many 1/1 green Squirrel crea- 
ture tokens into play. 


Kirtar’s Desire (controlled by Worth): 
Enchanted creature can’t attack. 

Threshold — Enchanted creature can’t block. 
(You have threshold as long as seven or more 
cards are in your graveyard.) 


Shade’s Form (controlled by you): 


Enchanted creature has “®: This creature gets 
+1/+1 until end of turn.” 

When enchanted creature is put into a graveyard, 
return that creature to play under your control. 


# Target player sacrifices a creature. 


| Flashback 5 ®® (You may play 

§ this card from your graveyard for its 
= flashback cost. Then remove it from 

| the game.) 


The pits have thei own form of mercy. | 


Your graveyar 


ravegougers 


Destroy target nonblack creature if its 
toughness is less than or equal to the 
* number of cards in your graveyard. 


® “Anyone can snap her fingers and yank a 
| soul. I prefer to kill creatively.” 
— Braids, dementia summoner % 


Enchant LO vertabtas 


® Enchanted creature gets +2/-2. 


; [hreshold — Enchanted creature 
| gets an additional +2/-2. ( You have 
» threshold as long as seven or more 
cards are in your graveyard.) 





The Torment Card 
Encyclopedia shows 
the entire Jorment 
card set. Check boxes 
below each card 
allow you to keep 
track of your collec- 
tion. Just mark the O 
once you have a copy 
of the card, and mark 
the LJ if you get the 
premium version of 
the card. 


3: Target player puts the top three 
_ cards of his or her library into his 
_ or her graveyard. 


“He smiles with poisoned lips.” 
—Empress Llawan 


“ee 1904-2002: 


, ou Arrogant Wurm "1201143 : 
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Creature — Barbarian Beast oO 


HZ 


poo: Barbarian Outcast “99/ 143 & 
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fis. Gis Ruddell. 
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Flying, first strike 


Bitter vengeance never glowed so bright 


10r Sang so sweet. 


Flying 
2%, Discard a card from your hand: 


Aven Trooper gets +1/+2 until cee 


of turn. 


The very skies seethe with the aven’s 
hatred for the Cabal. 


Basking Rootwalla gets +2/+2 
until end of turn. Play this oe 
nly once cachturn, 


its ae cost at the time you 
discard it from yourhand.) 


a for its flashback cost. Then remove 


from the game.) 


Protection from black 


At the beginning of your Poke 
sacrifice Anurid Scavenger unless 
you put a card from your graveyard 
on the bottom of your library. 


Krosa’s ’s topmost bottom feeder. 


®: Balshan Collaborator gets +1/+1 
_ until end of turn. 


mess gold, crackers—every bird has 


ts price.’ 
—Chainer, dementia master 


‘Threshold — Boneshard Slasher gets 
+2/+2 and has “When Boneshard 


Slasher becomes the target of a spell 


or ability, sacrifice it.” (You have 
threshold as long as seven or more cards 


_ Change the text of target permanent or 


spell by replacing all instances of one 


_ color word with another. (This effect 

doesn’t end at end of turn.) 

_ Flashback 1 ¢@ (You may play this card 

| from your graveyard for its flashback cost. 
Then remove it from the game.) 


_ Discard a card from your hand: 


Switch Aquamoeba’s power and 


- toughness until end of turn. 


Some tides need no moon. 


Qveritties — Dy eiut Covel 
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Draw four cards, then choose X 
cards in your hand and discard the 


_ rest from it. 


The ideas came flooding in so fast that 
they couldn’t all be contained. 




















2, ¢: Add ® to your mana pool 
for each swamp you control. 
Deep within the Cabal’s vault, i 


Murari pulsed like a dead sun—and 
its darkness radiated across Otaria. 
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Whenever Carrion Rats attacks or 
blocks, any player may remove a card 
in his or her graveyard from the game. 
If a player does, Carrion Rats deals no 
combat damage this turn. 


“Fust what I need—more competition.” 


—Cabal grave rable 


Whenever Cephalid Aristocrat becomes 
the target of a spell or ability, put the 
top two cards of your library into your 
graveyard. 


Ti to tell the difference between the 
devious cephalids and the trustworthy ones. 
| The trustworthy ones are dead. 


3/3 


At the beginning of your upkeep, 
put a shred counter on Cephalid 

_ Vandal. Then put the top card of 
your library into your graveyard for 
each shred counter on Cephalid 

_ Vandal. 





OU] Cabal Ritual 
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‘Instant 


Add ®®® to your mana pool 
Threshold — Instead add P®# SS ® to 


| your mana pool. (You have threshold if seven 


or more cards are in your graveyard. ) 


“Each syllable chills your veins. Each word 
rattles your mind.” 


carrion Wurm 


Te 


6 


Whenever Cason Wurm attacks or 
blocks, any player may remove three 
cards in his or her graveyard from the 
game. If a player does, Carrion Wurm 


deals no combat damage this turn. 


Since it eats only carrion, sometimes 1t 


| needs to make some from scratch. 


_ Whenever Cephalid Illusionist becomes 
_ the target of a spell or ability, put the 


top three cards of your library into your 


| graveyard. 


2 @, ©: This turn prevent all combat 


damage that would be dealt to and dealt 


by target creature you control. 


il 


‘Creature Minion egend 


All Michuou get +1/ +1 
*& ®, Pay 3 life: Put target creature a 


| from a graveyard into play under your 


control. That creature is black and is a 
Nightmare in addition to its creature types. 


When Chainer, Dementia Master leaves 
play, remove all Nightmares from the game. 


—Cabal Patriarch 


51/143 


_ graveyard from the game: Return target § 
; creature card from your graveyard to 


“Clerics give up when their patients die. 


Can I help it uf I’m more compassionate?” | 


52/143 


FOU Cabal =" | 


: — When Centaur Chieftain 
comes into play, creatures you control 


get +1/+1 and gain trample until end 
of turn. (You have threshold if seven or 
moore cards are in your graveyard.) 


Sat 


_ Threshold — When Cephalid Sage 


comes into play, draw three cards, 
then discard two cards from your 


hand. (You have threshold if seven or 


more cards are in your graveyard.) 


‘Target player sacrifices a creature. 


Flashback 5 ®® (You may play 
this card from your graveyard for its 
flashback cost. Then remove it from 
the game.) 


The pits have their own form of mercy. 





BE eS creature ce a4 
until end Of turn. 


| Threshold — 3 ®@, @: Target 


creature gets -2/-2 until end of turn. | 
(Play this ability only if seven or more 
cards are in your graveyard.) 


ss tags. Pete areas, Fay * “VT 
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®, Discard a ee for your head: 
Regenerate Centaur Veteran. 


He wears his scars like badges of ee 
warning his foes a he’s not oa), 


123/143 


| Sacrifice Cephalid Snitch: Target 
_ creature loses protection from black 
until end of turn. 


The cautious are wary of their enemies. 
The wise are also wary of their friends. 


ry hee 


: Cep 


Eo : Le Snitch 30/1 1 43 


Return target creature and target 
land to their owners’ hands. 


“Magic is ike the tide—both ebb, both 


flow, and both serve my whims.” 


—Empress Llawan 
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_ Counter target spell unless its 
controller pays 1 for each card in 
your graveyard. 

_ Madness € (You may play this card 

_ for its madness cost at the time you 

discard 1t from your hand.) 


Destroy all enchantments. 


Threshold — Instead destroy all 
enchantments, then return to play 
all cards in your graveyard destroyed 
this way. (You have threshold if seven 
or more cards are in your graveyar 


wards of the Coast 


1 ¢, Discard a card from your 


_ hand: Draw a card. 


1 ¢, Sacrifice Compulsion: Draw 


-acard. 


Coral Net can enchant only a green 
- or white creature. 


Enchanted creature has “At the 
_ beginning of your upkeep, sacrifice 
this creature unless you discard a 
_card from your hand.” 


fon oe Medison 3/143 On Compulsion 34/143 2OU Gaal oes 35/143 
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Soecer 
Target player draws two cards. 
Flashback—1I1 ¢, Pay 3 life. (You 

_ may play ths card from your graveyard | 
Jor its flashback cost. Then remove it 
from the game.) 


“The specimen seems to be broken.” 


a ae 


Ou ie Analysis 


i 


% 
oe 
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a 


If any source would deal 1 or more 

damage to a creature or player this 

turn, it deals 2 damage to that creature 
_ or player instead. 


_ Draw a card. 


a 


# OL] Equal Treatment 
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When Faceless Butcher comes into 
play, remove target creature other 
f than Faceless Butcher from the 
* game. 
When Faceless Butcher leaves play, 
return the removed card to play 
under its owner’s control. 


we 


OU] Faceless Butcher 60/143 y 












































‘Target creature gets 5 -2I-2 until end 


e of turn. 


Flashback— 1 %, Pay 3 life. (You 


_may play this card from your graveyard | 


for its flashback cost. Then remove 1t 


8 OU Devastating Dreams 95/143 ee, OU Dwell on the Past 124/143 


Put the top seven cards of your library 


into your graveyard. At end of turn, 
_ remove seven cards in your graveyard 
from the game. 


“My enemies will forget everything but 
| their anguish.” 


—Ambassador Laquatus 


At he beginning of your upkeep, you i) 
lose 1 ie 


may return target creature card from 
your graveyard to play. That creature — 
gains haste until end of turn. Remove | 


59/143 


Creature —— Dwarf 


a 
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Ou] Baslaved Dwarf 96/143 








Ficry Temper 


Instant 
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Peace: target enchantment. 
Madness * (You may play this diate | 


or 1ts madness cost at the time ‘you 


discard it from your hand.) 


| By definition, madness ends in one of 


two ways: clarity ... or death. 


Grim Lavamancer 


“apatite 


(@icerintine = \\ Ariel 


Siler flee folsecr 1 1 
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¢, Sacrifice Hydromorph Guardian: 
Counter target spell that targets one 
or more creatures you control. 


In front of every strong leader 1s a pool 
of loyal bodyguards. 











Instant 


Titus. Dens Giancola 
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Enchanted creature gets +1/+1 and | 


_ has flying. 


' Discard a card from your hand: 
' Return enchanted creature to its 


owner’s hand. 


hieneiee Gieesoue Hybrid denis 


combat damage to a creature, destroy | 
_ that creature. It can’t be regenerated. 


| Discard a card from your hand: 


_ Grotesque Hybrid gains flying and 


Nielsen = = =) 
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Flying 


¢ , Sacrifice Hydromorph Gull: Counter 
target spell that targets one or more 


- creatures you control. 


“The only kind of water that should fly 
through the air 1s rain.” 


OU) Hydromorph Guardian 39/143 ou Hydromorph Gull A0/ 143 as 


—Kamahl, pit fighter 


Neree ny 


Flying 


| Threshold — When Gloomdrifter 


comes into play, nonblack creatures 
get -2/-2 until end of turn. (You 
have threshold if seven or more cards 
are in your graveyard. ) 


At the beginning of your upkeep, sacrifice ‘ 


rzigost unless you put two cards from 
your graveyard on the bottom of oe 
brary. : 


ae, Discard acard from your hand: 
You may have Gurzigost deal its ee 
damage to defending player this turn as _ 
though it weren’t blocked. : 





| When Hypnox comes into play, if you 
| played it from your hand, remove all 


' cards in target opponent’s hand from 


When Hypnox leaves play, return the | 


removed cards to their owner’s hand. 





As Floating Shield comes into play, choose 
a color. 


Enchanted creature has protection from 
the chosen color. This effect doesn’t remove 


_ Floating Shield. 


Sacrifice Floating Shield: Target creature 
gains protection from the chosen color 






When Gravegouger comes into play, 


# remove up to two target cards in a 


|; single graveyard from the game. 


s When Gravegouger leaves play, 


_return the removed cards to their 


| owner's graveyard. 


sittnsoltntsesnontsnsaeieen geo ae 


Creaaie — ehineereciey 


Illus. Mike Ploog 


IM & 0. 100S-.0002 Wirands of the Coad, oe Tavis 





*, Discard a card from your hand: 
Prevent the next 3 damage that would 
be dealt to target creature or player 
this turn. 


*, Sacrifice Hypochondria: Prevent 
the next 3 damage that would be dealt 
to target creature or player this turn. 
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At end of turn, sacrifice Ichorid. 


At the beginning of your upkeep, if 
Ichorid is in your graveyard, you may 
remove a black creature card in your 
graveyard other than Ichorid from the 


game. If you do, return Ichorid to play. 


oO Ichorid | 
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i Enchantment 2 


Whenever a permanent other than Last 
Laugh is put into a graveyard from play, 
Last Laugh deals 1 damage to each 
creature and each player. 


| When no creatures are in play, sacrifice 


# IM 8 C 1903-3802 Wiz 


- Flying 
3% #, Sacrifice Major Teroh: 


Remove all black creatures from 
the game. 


“I am the holy wind that shall avenge 
the Cabal’s victims.” 


3-2002 Wizards of the Coast, Inc..8/143 
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As an additional cost to play Insidious 
Dreams, discard X cards from your 
hand. 


Search your library for X cards. Then 


shuffle your library and put those cards _ 
| on top of it in any order. 


Chainer dreams a ulumate Rroaledee 


Ras 


Swampwalk 


&: Llarget black creature gets -2/-0 
until end of turn. 


“It’s a slithering, coldblooded menace. 


Ive gotta respect that.” 


—-Braids, dementia summoner 


Counter target spell with converted 


' mana cost 3 or less. If it’s countered 


this way, remove it from the game 


_ instead of putting it into its owner’s 
graveyard. 


When Mesmeric Fiend comes into play, 
target opponent reveals his or her hand 
and you choose a nonland card from it. 
Remove that card from the game. 


When Mesmeric Fiend leaves play, 


return the removed card to its owner’s 


ca 








‘The next creature spell you play this _ 


turn can’t be countered by spells or 
abilities. 
Draw a card. 


“Finesse 1s no match for brute force.” 


— Seton, centaur druid — 


¢: Untap target land. 
Threshold — @: Untap up to three 


target lands. (Play this ability only 
» of seven or more cards are im your 
graveyard.) 


When Llawan, Cephalid Empress 
comes into play, return all blue 


_ creatures your opponents control 


to their owners’ hands. 
Your opponents can’t play blue 


creature spells 
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O 2 Llawan, Cephalid Empress 42! 143 








Creare 


_ Attacking doesn’t cause Militant 
_ Monk to tap. 
_ &: Prevent the next 1 damage that 


_ would be dealt to target creature or 
_ player this turn. 
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You gain life equal to the number | 
of creature cards in all graveyards. 


Krosan druids do not Jear death, for 
they know that nature will only Prosper 
from their passing. 







When Laquatus’s Champion comes into 
play, target ag loses life. 
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‘Target player discards a card from 
his or her hand for each swamp you 
control. 


When you get into the swamp, the 
swamp gets into you. 


“alllws, Erié Peterson * 
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- Remove all cards in all graveyards 
_ from the game. 


irits of the righteous shall rise 
| into the sky. Even dirtwalkers will fly 
| like aven.” 

—Mayor Teroh 


Threshold — Mystic Familiar gets 
_+1/+1 and has protection from ble 
_ (You have threshold as long as seven o 
more cards are in your graveyard.) 


They soar, and the mystics follow. 


®: Na Shade gets +44 until 
end of turn. 


“Tf the Nantuko only knew what 
awaits them beyond death, they would 
abandon all they hold dear.” 


Organ Grinder 


m@ycontres 


§, Remove three cards in your 
graveyard from the game: Target 
player loses 3 life. 


It knows what makes you tick. It 
knows how to make the ticking stop. 


Mortal Combat 


“Enchantment _ 


At the fae of your upkeep, if 
twenty or more creature cards are in 
your graveyard, you win the game. 


The crowd roared, the fighters bled, and 
the dead piled high in the pits. Only the 
Cabal could win. 


Protection from black 


| Threshold — Nantuko Blightcutter 
| gets + 1/+1 for each black permanent 
your opponents control. ( You have 
threshold as long as seven or more cards 
_are in your graveyard. ) 


®, Discard a card from your hand 
Jarect creature gets 72/72 unul 
end of turn. 


®, Sacrifice Narcissism: larget 
creature gets +2/+2 until end of 
turn. 


Overmaster 


is, Anthony S, Waters 


s oe 


1 ®, Discard a card from your hand: 


| Remove target card in a graveyard 


from the game. 
1 ®, Sacrifice Mortiphobia: Remove 


_ target card in a graveyard from the | 


®, =, Sacrifice Nantuko Calmer: 


| Destroy target enchantment. 


| Threshold — Nantuko Calmer gets 
+1/+1. (You have threshold as long 

_ as seven or more cards are in your 

| graveyard.) 


As an additional cost to play Nostalgic 


Dreams, discard X cards from your hand. | 


Return X target cards from your graveyard 
to your hand. Remove Nostalgic Dreams 
from the game. 


Seton dreams of life renewed. 


For each creature token in play, its 
controller puts a creature token into 
play that’s a copy of that creature. 


Flashback 4 ®®® (You may play 
this card from your graveyard for its 
flashback cost. Then remove it from 
the game.) 


“ jou Obsessive Search 


All creatures get -1/-1 until end of 


| turn for each swamp you control. 


“They appreciate my handiwork. I 


| hear their joy in every scream.” 


—Chainer, dementia master 


When Nantuko Cultivator comes into 
play, you may discard any number of 


land cards from your hand. Put that 
many +1/+1 counters on Nantuko 
Cultivator and draw that many cards. 


Draw a card. 


Madness ¢ (You may play this card 
for its madness cost at the time you 
discard it from your hand.) 


The question strained his sanity. The 
answer snapped 1t in half. 
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Prevent all damage a source of your 
choice would deal this turn. 


“Inhale life. Exhale pain.” 
—Mystic elder | 
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ghtmare Beast 





"Until end of turn, if target player 
_ would draw a card, instead that player 
_ skips that draw and you draw a card. 





“Are you thinking what I’m thinking?” 
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Creature —— Barbarian Horror _ 
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Attacking doesn’t cause Possessed 
Nomad to tap. 

Threshold — Possessed Nomad gets 
+1/+1, is black, and has “2@, @: 
Destroy target white creature.” (You 
have threshold as long as seven or more 
cards are in your graveyard.) 








‘Threshold — Possessed Centaur 
gets +1/+1, is black, and has “2 ¥, 
_ Destroy target green creature.” 
_ (Xou have threshold as long as seven 
or more cards are im your graveyard.) 
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Discard a card from your hand: Putrid 
Imp gains flying until end of turn. 


Threshold — Putrid Imp gets +1/+1 
and can’t block. (You have threshold as 
long as seven or more cards are in your 
graveyard.) 
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. Flying 

_ Threshold — Possessed Aven gets 
| +1/+1, is black, and has “@@, @: 
_ Destroy target blue creature.” (You 
_ have threshold as long as seven or more 
| cards are in your gra: 





Psychotic Haze deals 1 damage to 


| each creature and each player. 
| Madness 1 ® (You may play this 


card for its madness cost at the time 
you discard it from your hand.) 








Destroy target land. 
Threshold — Instead destroy that 
land and Rancid Earth deals 1 


damage to each creature and each 


player. (You have threshold if seven 


or more cards are in your graveyard.) 
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Attacking doesn’t cause Reborn Hero to 


. tap. 

_ Threshold — When Reborn Hero is put 

_ into a graveyard from play, you may pay 
| #¥%. If you do, return Reborn Hero to play 


under your control. (You have threshold if 
cards are in your graveyard. ) 


As an additional cost to play Restless 


Dreams, discard X cards from your 
hand. 


Return X target creature cards from 
your graveyard to your hand. 


_ Reveal a card in your hand, then 


put that card into play if it has the 


_ same name as a permanent in play. 


_ An army from a soldier, a flock from 
_ a bird, a school from a fish... 1 


from an atrocity. 


Flying 

Whenever a creature dealt damage 
by Sengir Vampire this turn is put 
into a graveyard, put a +1/+1 counter 
on Sengir Vampire. 


Empires rise and fall, but evil 1s eternal. 
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_Seton’s Scout may block as though 


| it had flying. 
} Threshold — Seton’s Scout gets 


| +2/+2. (You have threshold as long 
as seven or more cards are in your 
_ graveyard.) 
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Enchanted creature has “#: This 


creature gets +1/+1 until end of turn.” 


When enchanted creature is put into 
a graveyard, return that creature to 


_play under your control. 


Ce: fel 9 ©) 


Flying 


| Discard a card from your hand: Return 
_ Skywing Aven to its owner’s hand. 


“T am as the wind that bears me: harsh yet 


gentle, fleeting yet ever-present. Togethe 
fly beyond imagination.” 


When Shambling Swarm is put into 
a graveyard from play, distribute three 
-I/-1 counters among one, two, or 


' three target creatures. Remove those 


counters at end of turn. 


Chainer’s madness personified, it exists 
only to slaughter the innocent. 


Ou Shambling Swan 


Swampwalk 
When Slithery Stalker comes into play, 


remove target green or white creature 
an opponent controls from the game. 


a 


82/143 @ ou Sickening Dreams 


When Slithery Stalker leaves play, return _ 


the removed card to play under its 


x oy ees 


As an additional cost to play Sickening 
Dreams, discard X cards from your 
hand. 


Sickening Dreams deals X damage to 
each creature and each player. 


The Patriarch dreams of vile plague. 
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When Soul Scourge comes into 
play, target player loses 3 life. 


When Soul Scourge leaves play, 
that player gains 3 life. 


_ Tap target untapped creature you control. 
_ If you do, it deals damage equal to its 

| power to target attacking or blocking 

_ creature an opponent controls. 


| Flashback— 1%, Pay 3 life. (You may play 


this card from your graveyard for its flashback 


_ cost. Then remove it from the game.) 


TM Be 1 093-2062 rds of the Coast, 


_ &: Each player loses 1 life for each 
- swamp he or she controls. 


“How to punish the guilty 1s up to the 
Ancestor. Deciding who merits such 


| punishment 1s up to me.” 
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Enchanted creature gets +1/+2 and 


_ has protection from black. 
_ Madness * (You may play this card | 


Fe 
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for its madness cost at the time you 


Strength of 


# 





; Madness ® (You may play this card 
| for its madness cost at the time you 
discard it from your hand.) 
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_ When Stupefying Touch comes into 
| play, draw a card. 


_ Enchanted creature’s activated 


abilities can’t be played. 


_ Fust because your eyes are open doesn’t 
| mean you’re awake. 


®: Add one colorless mana to your 


mana pool. 
&: Add * or # to your mana moe 


Play this ability only if ys Se 


a swamp. 





¢: Add one colorless mana to your 
_ mana pool. 


»: Add ¢ or # to your mana pool. 
Play this ability only if a control 
a swamp. 


foo Strength of Lunacy : 86/143 Fam OL] Stupefying Touch 48/143 


eo 


&: Add one colorless mana to your 
mana pool. 


&: Add ® or @ to your mana pool. 
Play this ability only if you control 
a swamp. 


You may play Teroh’s Vanguard any 
' time you could play an instant. 
_ Threshold —When Teroh’s Vanguard 
_ comes into play, creatures you control 
gain protection from black until end 
of turn. (You have threshold if se 


_ As an additional cost to play Vengeful 
_ Dreams, discard X cards from your 
hand. 


_ Remove X target attacking creatures 
_ from the game. 


_ Teroh dreams of his enemies’ doom. 
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©: Add one colorless mana to your 
mana pool. 


>: Add ® or © to your mana pool. 
Play this oe only if you control 
a swamp. 


You don’t lose the game for having 


0 or less life. 


_ When you have 20 or more life, you 
_ lose the game. 

_ Whenever you lose life, you gain 2 

_ life for each 1 life you lost. (Damage 


dealt to you causes you to lose life.) 
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= OU] Temporary Insanity 116/ 143 Gm OU Teroh’s Faithful 8/143 | 


_ As an additional cost to play Turbulent 
_ Dreams, discard X cards from your 
hand. 


- Return X target nonland permanents 
_ to their owners’ hands. 


Laquatus dreams of 1g control. 


49/143 


“Instant 


_As an additional cost to play Waste 
Away, discard a card from your hand. 


‘Target creature gets -5/-5 until end 
of turn. 


_Chainer’s insanity touched nearly every 
hving shaman VITUSES. 





| When Teroh’s Faithful comes into 
_ play, you gain 4 life. 


| The light of reason follows them even 
_ into battle. 


Sorcery 


‘Target player discards a card from 
his or her hand. 


“Don’t let your mind wander—it nught 
not come back.” 
= Braids, Gees summoner 


~ Creature —* Zombie 


‘Tap an untapped Zombie you control: 
‘Target land becomes a swamp until end 
of turn. 


‘Tap an untapped Zombie you control: 
‘Target creature gains swampwalk until 
end of turn. 


Some zombies are natural-reborn leaders. 
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Angel of Retribution 


Aven Trooper 
Cleansing Meditation 
Equal Treatment 
Floating Shield 
Frantic Purification 
Hypochondria 


_ Major Teroh 


Militant Monk 
Morningtide 

Mystic Familiar 

Pay No Heed 
Possessed Nomad 
Reborn Hero 

Spirit Flare 

Stern Judge 

Strength of Isolation 
Teroh’s Faithful 
‘Teroh’s Vanguard 
‘Transcendence 
Vengeful Dreams 
Alter Reality 
Ambassador Laquatus 
Aquamoeba 

Balshan Collaborator 
Breakthrough 
Cephalid Aristocrat 
Cephalid Illusionist 
Cephalid Sage 
Cephalid Snitch 
Cephalid Vandal 
Churning Eddy 
Circular Logic 
Compulsion 

Coral Net 

Deep Analysis 

False Memories 
Ghostly Wings 
Hydromorph Guardian 
Hydromorph Gull 
Liquify 

Llawan, Cephalid Empress 
Obsessive Search 
Plagiarize 

Possessed Aven 
Retraced Image 
Skywing Aven 
Stupefying Touch 
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Turbulent Dreams 
Boneshard Slasher 
Cabal Ritual 
Cabal Surgeon 
Cabal Torturer 
Carrion Rats 
Carrion Wurm 
Chainer, Dementia Master 
Chainer’s Edict 
Crippling Fatigue 
Dawn of the Dead 
Faceless Butcher 
Gloomadrifter 
Gravegouger 
Grotesque Hybrid 
Hypnox 

Ichorid 

Insidious Dreams 
Laquatus’s Champion 
Last Laugh 
Mesmeric Fiend 
Mind Sludge 
Mortal Combat 
Mortiphobia 
Mutilate 

Nantuko Shade 
Organ Grinder 
Psychotic Haze 
Putrid Imp 
Rancid Earth 
Restless Dreams 
Sengir Vampire 
Shade’s Form 
Shambling Swarm 
Sickening Dreams 
Slithery Stalker 
Soul Scourge 
Strength of Lunacy 
Unhinge 


Waste Away 


Zombie Trailblazer 
Accelerate 

Balthor the Stout 
Barbarian Outcast 
Crackling Club 
Crazed Firecar 
Devastating Dreams 
Enslaved Dwarf 
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Fiery Temper 
Flaming Gambit 
Flash of Defiance 
Grim Lavamancer 
Hell-Bent Raider 
Kamahl’s Sledge 
Longhorn Firebeast 
Overmaster 

Pardic Arsonist 
Pardic Collaborator 
Pardic lancer 
Petradon 

Petravark 
Pitchstone Wall 
Possessed Barbarian 
Pyromania 

Radiate 
Skullscorch 

Sonic Seizure 
Temporary Insanity 
Violent Eruption 
Acorn Harvest 
Anurid Scavenger 
Arrogant Wurm 
Basking Rootwalla 
Centaur Chieftain 
Centaur Veteran 
Dwell on the Past 
Far Wanderings 
Gurzigost 

Insist 

Invigorating Falls 
Krosan Constrictor 
Krosan Restorer 
Nantuko Blightcutter 
Nantuko Calmer 
Nantuko Cultivator 
Narcissism 
Nostalgic Dreams 
Parallel Evolution 
Possessed Centaur 
Seton’s Scout 
Cabal Coffers 
Tainted Field 
‘Tainted Isle 
‘Tainted Peak 
Tainted Wood 
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